ABSTRACT
INTRODUCTION
Across the nation, math scores lag (Lewin, 2006) . Students are performing lower than ever. Lewin reports, for "the second time in a generation, education officials are rethinking the teaching of math in American schools" (p.1). It is imperative that higher education, industry, and K-12 collaborate to ascertain a viable solution to the problem of low achievement in mathematics education.
One way to get students interested in math is to teach them how to creatively code mathematical programs using a visual programming language. Using a visual programming language would allow the students to show their creativity and possibly produce software that would increase mathematics achievement. With the students' involvement, they are able to not only create games and other forms of media; they are also learning mathematical concepts. Not only will the usage of these applications benefit the designers of the software, but also those students that will follow in their footsteps. This paper gives a brief overview of the visual programming language Scratch and describes a prototype of an implementation of basic math tutorial using Scratch. The prototype demonstrates a visual ? adding, subtracting, multiplying, and dividing;
? generating random numbers in any range;
? performing various types of numeric comparisons;
? performing a number of built-in operations. As such, a simple math tutorial was implemented in Scratch to assist students in learning basic math facts. 
Basic Math Facts Tutorial
Creating tools that facilitate student achievement in math is critical. It is imperative that the authors find ways to generate interest in mathematics and make it more interesting. One way to do that is to develop software that is culturally relevant such that the participants are enthusiastic about learning, and engaged in the learning; thus learning can be achieved. 
